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1. introduction 


A Public Domain Role-Playing Game module for cosmic adventures using the Downtime module to create 
worlds. Players role-play as the crew of a space vessel. Modifications to Public Domain Role-Playing 
Game and Downtime are included and recommended. 


1.1. pdrpg 


High Roller is the player currently taking their Downtime turn. Items breaking inflict full damage to the 
wielder. Players who find an item roll 1d20! to determine the item’s starting die. 


12. downtime 


Taking a Downtime action concedes High Roller to the next player in the turn order. A player’s turn may 
represent any length of time” within the world. Labors are replaced with Public Domain Role-Playing 
Game. Community size? represents the current crew. Tension tokens may be taken whenever a character 
becomes tense from forces beyond their controls. 


Fill out the following paragraph instead of the one included in Downtime and assign one die* for 
each of the ship characteristics. 


After a long conflict with , our crew has found refuge in the starship 
The ship is ; 


We have a surplus of but 


, and has 


is scarce. 


When we arrive at this chapter of our story will end. 


2.3. alien 
2. traits 


Character traits may include an ability, action and 
notch condition. Notch conditions are situations 
where a character can gain or spend a notch. 


Spend one notch to draw a feature on the map. 
Gain one notch for speaking in an accent to an 
non-player character. 


2.4. mutant 


2.1. human Spend one notch to gain or remove a mutation. 


Spend one notch to name and describe a charac- Gain one notch for each new way a mutation is 
ter. Gain one notch when drawing a feature. used. 


2.2. android 


Spend one notch to re-roll one die when doing 
anything mentally. Gain one notch for talking in 
monotone to a non-player character. 


! Rounding down 


? Not just one week as in the Downtime module 


2.5. cyborg 


Action: use 1d4 built-in gadget. Gain one notch 
for reducing physical damage to zero. 


3 Optional: Reduce by one to clone a character physically and mentally from their dead body 


2.6. psychic 


Action: Make a prediction about the future. Gain 
one notch whenever a prediction is correct. 


2.7. gossip 


Action: Tell everyone about a rumor you heard. 
Gain one notch for each rumor that turns out to be 
true. 


2.8. kindhearted 


Spend notches to equally reduce another charac- 
ter’s mental damage by telling a story from your 
past. Gain one notch for every Downtime turn 
without a losing a crewman. 


2.9. coward 


Spend one notch to re-roll one die when defend- 
ing against an incoming attack. Gain one notch 
for fleeing from a violent conflict. 


3. veteran 


Action: Spend one notch to stop being mentally 
incapacitated. Gain one notch for every ally you 
outlive. 


3.1. brave 


Spend one notch to take damage intended for an 
ally. Gain one notch when rolling the largest die 
in a collaborative action. 


3.2. diplomat 


Spend one notch to re-roll one die when persuad- 
ing. Gain one notch upon resolving a conflict 
without violence. 


3.3. pilot 


Spend one notch to re-roll one die when flying. 
Gain one notch for naming a flying maneuver. 


3.4. pirate 


Spend one notch to re-roll one die when ambush- 
ing. Gain one notch for acquiring loot without vi- 
olence. 


3.5. mechanic 


Spend one notch to re-roll one die when fixing 
machines. Gain one notch for every trip com- 
pleted. 
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3.6. mercenary 


Spend one notch to re-roll one die when dueling. 
Gain one notch for resolving a violent conflict 
without taking damage. 


3.7. bounty hunter 


Spend one notch to re-roll one die when restrain- 
ing Gain one notch upon turning in a bounty. 


3.8. doctor 


Spend notches to equally reduce another charac- 
ter’s physical damage while equipped with medi- 
cal supplies. Gain one notch for helping an inca- 
pacitated ally. 


3.9. investigator 


Spend one notch to re-roll one die when looking 
for secrets. Gain one notch when finding a clue. 


3.10. brawler 


Spend notches to re-roll dice when restraining or 
fighting with no weapons. Gain one notch for fin- 
ishing a violent conflict without becoming inca- 
pacitated. 


3.11. scientist 


Action: Explain something using techno-babble 
Gain one notch for every theory proven correct. 


3.12. smuggler 


Spend one notch to re-roll a die when concealing 
an item from an authority. Gain one notch for ev- 
ery completed job. 


3.13. outlaw 


Spend one notch to re-roll one die when evading 
capture. Gain one notch for giving to the less for- 
tunate. 


3.14. drifter 


Spend one notch to re-roll one die when rolling 
for an event. Gain one notch for each planet you 
visit. 

4. notice 


I, the creator, voluntarily dedicate this work into the Public Domain to 
encourage new creations. 
Artists may: 


e Use this work without restriction and for any purpose. 


Create copies to be shared without limit and for any pur- 
pose. 


Create derivative works without restriction, for any pur- 
pose and without credit. 


Use this notice in your own work. 


